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There are two sections of TEACHER MANAGEMENT: STUDENT MANAGEMENT and PROGRAM MANAGEMENT. STUDENT MANAGE- 


MENT enables you to display, print, or delete the student files stored on the disk. PROGRAM MANAGEMENT enables you to adjust the 
number of questions in a run, the percent of questions a student must answer correctly to play the reward game, and the highest recorded 
score for the game. 


To gain access to TEACHER MANAGEMENT, enter the code words TEACHER MENU when the computer displays "Please enter your name 
and press RETURN." The TEACHER MANAGEMENT menu appears: 
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Each time a student completes a run of questions from a particular level, a file of information is stored in STUDENT 
MANAGEMENT. A total of 200 student files may be stored at one time. 


Each student file contains: 

1. Student name (maximum of 13 characters) 

2. Lesson number 

3. Number of answers correct (such as 8 of 10, or 12 of 16) 

4. Percent of answers correct (rounded to nearest whole percent) 
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Once all 200 files are filled, a warning message appears when students enter their names. The message instructs 
students to show the screen to their teacher. At this point there are two choices: 

1 . You may tell the students to continue. (In this case, their names and scores are not recorded on the disk. ) 

2. If you want the microcomputer to keep a record of students' scores, you must delete part or all of the ex- 
isting student files. 
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When you choose STUDENT MANAGEMENT this menu appears: 



1. DISPLAY ALL STUDENT FILES 

This section displays all of the stored student files on the monitor screen. The screen first displays the message 
“Loading Student Files, Please Wait." The microcomputer is arranging the student files into alphabetical order 
which takes about a minute. Dashes appear on the screen as each student file is correctly alphabetized and when 
the dashes reach the asterisk, the first set of student files appears on the monitor. At the end of the list, the 
microcomputer tells you how many of the 200 files are filled and how many are open. If most of the files are filled, 
consider printing and/or deleting some or all of the files. 

2. DISPLAY INDIVIDUAL STUDENT FILE(S) 

This section displays the file(s) of any particular student on the monitor screen. You are asked to enter the stu- 
dent's name and you must enter it exactly as the student did. This includes not only spelling, but the use of 
spaces, periods, etc. For example, if a student entered her name as Susan R. and you omit the period and enter 
the name as Susan R, the microcomputer tells you it has no file for that name. (If you are in doubt about how a 
student entered his/her name, return to STUDENT MANAGEMENT menu and choose option 1 to check the stu- 
dent's name.) After you enter a student's name, all files for that student are displayed in the order in which the 
student worked through the various levels. You then have the choice of displaying another student file or return- 
ing to STUDENT MANAGEMENT menu. 

3. DELETE ALL STUDENT FILES 

This section enables you to delete all student files completely. The microcomputer asks if you want to delete all 
files. If you do, enter YES. (If you do not want to delete all files, enter NO and you return to STUDENT 
MANAGEMENT menu.) Next is a CAUTION message. At this point, please be sure that you do want to delete all 
files. Remember, once the information is deleted, you cannot get it back. If you may need the information for 
future reference, use the print option (choice 5 on STUDENT MANAGEMENT menu) to produce a paper copy or 
record the information in your grade book, etc. Once you are sure of your decision, enter DELETE and press 
RETURN. All student information is cleared from the disk and you once again have space for 200 files. If you 
change your mind about deleting, press only the RETURN key and you will return to STUDENT MANAGEMENT 
menu. 

4. DELETE INDIVIDUAL STUDENT FILE(S) 

This section enables you to delete the file(s) of any particular student. As described above under DISPLAY IN- 
DIVIDUAL STUDENT FILE(S), you must enter the student's name exactly as the student did. After entering the 
student's name, a CAUTION screen appears. This is to remind you that once a file is deleted, you cannot get the 
information back. You are asked to enter the word DELETE and press RETURN. This deletes every file of the 
named student. After the student's file(s) are deleted, you are told how many of the 200 files are now open. Then 
you have a choice of deleting another student's file(s) or returning to STUDENT MANAGEMENT menu. 

5. PRINT ALL STUDENT FILES 

This section enables you to print all stored files. You must have a printer hooked up to your microcomputer. You 
first see the message, ''Loading Student Files." The microcomputer is arranging the student files into 
alphabetical order which takes about a minute. Dashes appear on the screen as each student file is correctly 
alphabetized and when the dashes reach the asterisk, the first set of student files appears on the monitor. The 
microcomputer then prints a list of all the student files. The microcomputer also prints the number of files on the 
list and the number of files that are open. 
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students have chosen a lesson, they are given the 
ring instructions: 


INSTRUCTIONS 

Use the arrow keys to move the 
pointer from word to word. 

When the pointer is under a word 
which you think should begin with a 
capital letter, press C. 

Press X if you want to change a 
capital letter back to a small letter. 

When you think the sentence is 
correct, press RETURN. 

Press RETURN to continue. 


Students are then presented with a run of 10 sentences. 



lange the number of sentences in a run, see PROGRAM MANAGEMENT. The sentences are randomly generated from a bank of ap- 
mately 50 sentences per lesson. This results in different sentences for each run. Students may return to the instructions at any time dur- 
ie lesson by pressing "1." 

number of words which should be capitalized varies from sentence to sentence. All appropriate words in a sentence must be capitalized 
e sentence is counted as incorrect. Students may capitalize words or change them back to lower case at their own rate of speed. When 
think that the entire sentence is correct, they press RETURN. 

lents are given three opportunities to capitalize the words in each sentence correctly. After the first and second incorrect answers, they 
old, "No, try again." After the third incorrect response, the correct sentence is displayed. 
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At the end of each run, the microcomputer displays the following information: 

1. Lesson completed 

2. Number of sentences presented 

3. Number of sentences capitalized correctly on the first try 

4. Percent of sentences capitalized correctly on the first try 


Students who score at least 80% (or the percent 
specified by the teacher) are given four choices: 



Students who score less than 80% (or the percent 
specified by the teacher) are given two choices: 
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The game option is described elsewhere under REWARD GAME: SPEEDWAY. The percent a student must score to play the 
game may be adjusted. See PROGRAM MANAGEMENT. 


Students who choose to continue capitalizing words are routed according to the score they received on the lesson just completed, 
who score less than 80% repeat the same lesson (but with different sentences). Students who score 80% to 100% are shown the 
they may choose a new lesson. 


If students choose to end, the microcomputer bids them good-bye. At this point there are two choices: 
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6. PRINT INDIVIDUAL STUDENT FILE(S) 

This section enables you to print the filets) of any particular student. You must have a printer hooked up to your 
microcomputer. You are asked to enter the student's name, and you must enter it exactly as the student did. The 
microcomputer prints all the filets) for that student in the order in which the student worked through the various 
levels. You then have the choice of printing another student's filets) or returning to STUDENT MANAGEMENT 
menu. 

7. RETURN TO TEACHER MENU 

This option returns you to the TEACHER MENU. 


Program Management 

PROGRAM MANAGEMENT gives you the opportunity to control certain guidelines of the program. You may adjust 
the number of questions presented in a run, the percent of questions a student must answer correctly to play the 
game, and the highest recorded score for the game. 

When you choose PROGRAM MANAGEMENT this menu appears: 



1. NUMBER OF QUESTIONS 

This option enables you to change the number of questions per run. The program is preset at 10 questions per 
run. If you choose this option the cursor moves up to the preset number and allows you to enter a number from 
1-50. 

2. PERCENT OF QUESTIONS A STUDENT MUST GET RIGHT TO PLAY THE GAME 

This option enables you to change the percent of questions a student must get right to play the game. The pro- 
gram is preset at 80%. If you choose this option the cursor moves up to the preset number and allows you to 
enter a number from 1-100%. 

3. HIGHEST SCORE ON THE GAME 

This option enables you to reset the highest recorded score for the game. The program is preset at 0 (zero). As 
various students play the game, this value changes each time a new high score is reached. You may wish to reset 
this value to zero when, for example, a new group of students starts using the disk. If you choose this option the 
cursor moves up to the preset number and allows you to enter a number from 0 to 9999. 

4. RETURN TO TEACHER MENU 

This option returns you to the TEACHER MENU. 
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The Lesson 


The microcomputer first asks students to enter their names. Students may enter a maximum of thirteen characters. Acceptable characters 
are letters, numbers, spaces, periods, and hyphens. (Note: If all 200 files for storing names and scores have been used, a warning message 
appears. See STUDENT MANAGEMENT for further details.) Students are then given the following list of lessons to choose from: 
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Reward Game: Speedway 

ients who score at least 80% (or the percent specified by the teacher in PROGRAM MANAGEMENT) on any level are rewarded with an 
ortunity to play Speedway. 




Students are given the choice of three difficulty levels: 
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After each game, students are told: 

1. Highest recorded score. (This may be reset by the teacher. See PROGRAM MANAGEMENT.) 

2. How many times they have played. 

3. What their scores are. 

4. How many more chances they have to play. 


When students finish their last game, they have two choices: 



Students who choose to continue capitalizing words are routed according to the score they received on the lesson just completed. Stud 
who score less than 80% repeat the same lesson (but with different sentences). Students who score 80% to 100% are shown the menu 
they may choose a new lesson. 
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